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ABSTRACT 



A gaming apparatus and method including a primary game 
and a player interactive bonus game actuated by a qualifying 
outcome of the primary game and including a bonus award 
display showing a multiplicity of images displayed on a 
video monitor from which a player selects until achieving a 
pair of matched bonus awards. 

13 Claims, 7 Drawing Sheets 
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GAMING APPARATUS AND METHOD 
INCLUDING A PLAYER INTERACTIVE 
BONUS GAME 

FIELD OF THE INVENTION 

The following invention relates generally to a method and 
apparatus for a gaming instrumentality which accepts 
wagers from a player. More particularly, the instant inven- 
tion is directed to a method and apparatus for a video gaming 
machine including a primary game and a player interactive 
bonus game enabled upon a qualifying basis. 

BACKGROUND OF THE INVENTION 

The quest for gaming instrumentalities which will provide 
greater game interest and entertainment among players who 
wager is an ongoing odysscy. Gaming instrumentalities, 
particularly "progressive" type slots machines have pro- 
vided a two tiered system in an attempt to continuously 
stimulate players to play a primary game in hopes of 
winning an extraordinary progressive jackpot. However, 
these types of gaming machines do not vary significantly 
from their predecessors and can fail to maintain player 
stimulus as a result of the lack of interaction the player has 
with the game in attempting to win the progressive jackpot. 
As a consequence, players can become disinterested in the 
gaming experience and gain a perception of being a passive 
observer of the progressive jackpot. Furthermore, after a 
progressive jackpot has built up to an extraordinary level 
and has been awarded to a player, there is a sharp drop off 
in the stimulus provided to players by these progressive 
types of machines until the pool of money builds back up. 

First and second tiered games are also known on stand 
alone machines or in conjunction with a cluster of machines. 
For example, the patent to Marnell, II (U.S. Pat. No. 
5,393,057) teaches the use of a poker game or reel game for 
the primary game and a bingo type game as a secondary 
game. Certain outcomes from the primary game are reflected 
in the secondary game and, upon the occurrence of orienting 
the reflected values from the first game to the second game 
in a pre -agreed upon pattern (resulting in bingo), a second- 
ary award is made to one or more players responsible for the 
"bingo". Thus, these types of games also fail to maintain 
player stimulus as a result of the player being a passive 
observer of the secondary game. 

Thus, it would be highly desirable for a casino to have a 
gaming machine which provides creative interaction 
between a player and a game such that the player is being 
stimulated by active participation in the game while simul- 
taneously anticipating an increased payout in terms of a 
monetary value. 

The following prior art reflects the state of the art of which 
applicant is aware and is included herewith to discharge 
applicant's acknowledged duty to disclose relevant prior art. 
It is stipulated, however, that none of these references teach 
singly nor render obvious when considered in any conceiv- 
able combination the nexus of the instant invention as 
disclosed in greater detail hereinafter and as particularly 
claimed. 
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FOREIGN PRIOR ART 


PATENT NO. 


ISSUE DATE 


APPLICANT 


UK 2 072 395 


April 30, 1981 


Kennedy, et al. 


UK 2 083 936 


March 31, 1982 


Coin Operated Parts Service 


UK 2 222 712 


March 14, 1990 


Barcrest Limited 


JP 5-131044 


May 28, 1993 


Jikoki, et al. 



The prior art listed above catalog the prior art of which the 
20 applicant is aware. 

SUMMARY OF THE INVENTION 

The instant invention is distinguished from the known 
prior art in a multiplicity of ways. For one thing, the present 
invention provides a gaming machine which allows a player 
to become an active participant by directly interacting with 
a secondary game which is enabled upon a qualifying 
outcome of a primary game or on a random basis earned in 
the primary game. Thus, the instant invention provides 
interaction between the player and the game such that the 
player is being stimulated by active participation in the game 
while simultaneously anticipating a secondary bonus award. 
In addition, the instant invention provides a touch sensi- 

35 tive screen to allow the player to directly interact with the 
gaming machine in order to obtain a secondary bonus award. 
Furthermore, the instant invention provides a bonus award 
screen comprised of a multiplicity of images from which the 
player is allowed to select from by touching the image on the 

40 touch screen. The instant invention allows the player to 
select, by touch, the images one at a time and once selected, 
an initially obscured bonus amount is revealed. The player 
continues to select images until two matching bonus 
amounts are revealed and that corresponding bonus amount 

45 is then paid to the player or incremented on a credit meter. 
A further element of distinction involves the provision of 
the primary game and the interactive bonus award means 
being displayed on a single video monitor. Thus, the single 
monitor allows the player to remain focused since the 

50 primary game and the bonus award means are on the same 
viewing field which does not require the player's attention to 
be diverted from one area to another area. By having both 
games within a comfortable field of vision, the player is less 
likely to be distracted and become disinterested in game play 

55 as a result of the bonus awards means being in a field of 
vision remote from the areas of principle focus by the player. 

In a preferred form of the invention, the gaming machine 
includes a single video monitor to display the primary game, 
preferably in the form of a reel style slot game, and the 

60 interactive bonus award means or game. Assume, for 
example, that the primary game is draw poker and that the 
interactive bonus game is only enabled upon a qualifying 
hand earned in the primary game. Thus, upon earning a 
qualifying hand through playing draw poker, the video 

65 monitor displays a multiplicity of choices on the screen, 
preferably in the form of a matrix or array of choices, in 
which the choices have values which are initially obscured 
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from the view of the player. In the present form of the FIG. 2 is a visual depiction of the gaming machine shown 

invention, a touch sensitive screen is employed so that the in FIG. 1 having the video monitor displaying a plurality of 

player is allowed to select from the multiplicity of choices images in the form of stars according to one form of the 

on the screen by touching. Preferably, the player is allowed instant invention. 

to select by touching the screen, plural occluded values, 5 FIG. 3 is a visual depiction of the gaming machine having 

selecting them one at a time. Upon touching the screen, a me video monitor showing bonus amounts associated with 

bonus amount associated with the selection made by the images which have been selected by a player. 

player is revealed to the player. The player continues to nG 4 is a visual d iction of the gami machine havi 

make selections one at a time by touching the screen until ^ yideo monitor showm a u Qf matched bonus amQunts 

two matching bonus amounts are revealed. A credit meter is 10 -i a u i 1 au • • • 

& . revealed by player selection and having remaining images 

then incremented or the player is paid directly based on the exploding 

value of one of the two matching bonus amounts. The player .' . . . 

is then asked for a subsequent wager. In a preferred form of u -\ * a ^ d ?^ 011 m&d ^ h *vmg 

the invention, the choices are in the form of stars and the the vldeo monitor f owl *Z * e P air of matched bonus 

underlying values revealed to the player reflect a specific 15 amounts remaining after all other images have exploded, 

number of coins to be paid upon a match. riG - 6 is a general block diagram of the apparatus 

More specifically, a player places a wager and plays a according to the instant invention, 

primary game having a resultant outcome which is com- FIG. 7 is a flowchart of one method of gaming according 

pared to winning combinations on a pay table. If a winning to me instant invention, 

combination is not obtained on the primary game the player 20 

is asked for a subsequent wager. If a winning outcome is DESCRIPTION OF PREFERRED 

obtained on the primary game a credit meter is incremented EMBODIMENTS 

and the game determines whether the player has placed a Considering the drawings, wherein like reference numer- 

"max" (maximum) bet and whether the outcome of the als denote like parts throughout the various drawing figures, 

primary game is a qualifying one. If the outcome is not a 25 reference numer al 10 is directed to the apparatus and method 

qualifying outcome the player is asked for a subsequent according to the present invention and as shown in the 

wager. If the outcome is a qualifying one and a max bet has drawing figures. 

been placed a secondary bonus display replaces the primary T • 1rt • , . , 

r , , « i i • -ii In its essence, the gaming machine 10 includes a housing 

game display and allows the player to interact with the i^u- -a 1 a a ^ j *u • a • i a 

& . r / . , t . . r J , , . 2n 12 having a video monitor 14 deployed therein and mclud- 

gaming machine by touching images on the screen to reveal JU . . « ... ,, v , • 1A 

f & A • . wi m i A . . ine a touch sensitive screen 16. In addition, machine 10 

bonus amounts associated therewith. I he player continues to . , , ... ^ u . , u 

, . . M includes wagering input means 18 in the form of, tor 

touch images one at a time until two matching bonus , . 1 "™ i +11 j i j 

i . i a • , , example, a coin slot 20, a currency slot 22, a card slot 24 and 

amounts are obtained. A credit meter is then incremented or • + i i i • i 'ii *t n u +i 

, 1 .11.1,1 i i-i an associated alpha numeric pad 23 or the like. Furthermore, 

the player is paid directly based on the matching bonus «. m • i j i v+ *j • • i * j i. 

F / r™. i • i. i j r i or the machine 10 includes a plurality of decision related push 

amounts. The player is then asked for a subsequent wager. 35 ^ ^ ^ ^ ^ ^ .^^.^ & ^ 

Thus, a first award is made to the player after the primary 30 and bet sw i tc hes 32,34. A primary game is initiated by a 
game has been finalized and second award is also made on player establishing credit on the gaming machine 10 via 
the bonus game based on selecting and matching bonus e i mer entering tokens, coins, currency or the like into the 
amounts. Thus, the player has two opportunities to win: the wag ering input means 18 and making a wager via the bet 
first opportunity comes from comparing an outcome from a switches 32,34. A bonus awards means is preferably auto- 
reel style slot game against a known pay table and the ma tically initiated through a qualifying outcome obtained 
second involves matching two selections should the player via the p r i ma ry game. Thus, if the outcome of the primarv 
qualify on the primary game thus providing the potential for garne is a qualifying outcome the display of the video 
a second payout. ^ monitor 14 transforms into the bonus award display 50 

shown in FIG. 2. 

Referring to FIG. 2, the bonus award display 50 is 

Accordingly, a primary object of the present invention is comprised of a multiplicity of images 52 which have bonus 

to provide a new, novel and useful gaming apparatus and amounts initially obscured form the view of the player. The 

method therefore. 5U player is instructed, by the video monitor 14 or by a LCD 

Aftirther object of the present invention is to provide an display means 25, to select images one at a time in an 

apparatus and method as characterized above which is easy attempt to match at least two bonus amounts. Once an image 

to understand and enjoyable to use ^ s se l ec t eal , the bonus amount associated with that image is 

a a + u u- * t *u + • *• • * a revealed as shown in FIG. 3. The bonus amount is not paid 

A further obiect or the present invention is to provide an . . \ 

apparatus and method as characterized above which stimu- 55 out mediately. Instead, the player continues to select 

i . . .... images until two matching bonus amounts are obtained. 

lates gaming activity. _ _ & . ,. T ^ , & . . 

Referring to FIG. 4, once two matching bonus amounts are 

A further object of the present invention is to provide an obtaine d the remaining images preferably dissipate in the 

apparatus and method as characterized above which includes form oI explosions kaving only the two matcning amount 

player interactive bonus award means. ^ displayed on the video screen as shown in FIG. 5. The 

These and other objects will be made manifest when matching amount remaining on the video screen is correla- 

considcring the following detailed specification when taken tive to the final bonus award added to a credit meter 42 or 

in conjunction with the appended drawing figures. directly paid to the player. 

BRIEF DESCRIPTION OF THE DRAWINGS More s P 6 <f caU /' and to FIGS ; ^ 6 and 7 ' ™ 6 

65 arrangement tor playing the gaming machine 10 according 

FIG. 1 is a visual depiction of a gaming apparatus having to the apparatus and method of the present invention can be 

a video monitor showing a reel-type slot game. explored. A game controller 60 is operatively coupled to the 
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video monitor 14, the wagering means 18 and the plurality two values. The player cannot initially discern the values of 

of decision related push buttons or switches 26. The game the stars on the bonus award display 50 because they are 

controller 60 includes a processor/comparator 62 and a occluded, but must instead select the different stars in order 

memory means 64 having game graphics and game criteria to achieve a bonus award. FIG. 3 shows the effects of the 

66 stored therein. The game controller 60 initiates game play 5 p i ayer having made three selections on the screen 16 

when the player establishes credit on the credit meter 42 by wherein a two of the selections form a match. The touch 

placing a wager via the wagering means 18 and actuating the screen? when touched by the plaver can use graphic i mage rv 

spin switch 30 and/or actuating one or more of the bet to simulate the hidden bonus award values appearing within 

switches 32,34. Preferably, the primary game is a video draw t he selected star or replacing the selected star. The bonus 

poker game incorporating a video depiction of five reels 40 1Q amount value is not paid out i mme diately. Instead, the player 

having card symbols C displayed thereon. Once the game continues to select images until two matching bonus 

has been initiated, the video monitor 16 is set in motion and am0U nts are obtained as shown in FIG. 3. 

simulates five spinning reels 40. After the video reels 40 n , , , u . , 

, j . «. . £ j i_ i ^ -ii Reternng to FIG. 4, once two matching bonus amounts 

have stabilized, certain combinations of card symbols C will u . . 5 *u • • • c uT a- • * • + u 

' . • i- « * • -1 are obtained the remaining images preferably dissipate in the 

appear adiacent at least one win line 41. As is conventional 1C r r , . , ft °« . t iU * * w 

. , , , - . -i-i -i i 1 i i lb form ol explosions 60 leaving only the two matching 

in draw poker, the player is allowed to improve the hand by , , « • , " * c , . t^t^T 

,. r . r \ , . . ^ J amount displayed on the video screen 16 as shown in FIG. 

discarding certain cards and receiving replacements there- g Tfae matchmg 

amount remaining on the video screen is 

fore. Preferably, the player actuates hold buttons 36 for correktive t0 the flnal bonus award and is ferabl added 

holding a respective card symbol on a respective reel and tQ ^ ^ meter 42 Qr ^ fa ^ j Tfae 

respiting the reel(s) not held by actuation of the spin button 20 credit meter ^ ^ then fee adyanced as ^ result rf haym 

30. After the video reels 40 have again stabilized, the u . , . u . fU , , 

t . , . . „ , , , * . j.' achieved a matching pair ol bonus award values, 

resulting combination of card symbols C appearing adiacent , °. . . . . 

a win line 41 yield a score which is derived from a . In , use , a operation, the gaming machine includes a 

predetermined table of scores stored in memory means 64 sm ^ le vldeo momtor l " ^P 1 ^ the P rlma /> &™ and , the 

Typically, if the combination of cards along the win line 41 9S interactive bonus award game Assume for example, that 

correspond to a winning combination the player is played a f 06 Penary game is draw poker and that the interactive 

corresponding amount. Typically, a predetermined number bo ° us § ame 15 onl y <™* kd u P on a Qualifying hand earned 

of coins or tokens are paid out via a credit release 37 ln the P rlnlar >' § ame - Thu , s ' u P° n a qualifying hand 

releasing coins to an award dispenser 38 or a corresponding thr ° u ^ playing draw poker, the video monitor displays a 

number of credits are incremented on the credit meter 42. , n multiplicity of choices on the screen, preferably in the form 

Alternatively, the primary game can be a conventional video of a mat "; x ° r of ,f OIces ' ln ^ lch th u e cholces £ ha ^ 

style three reel-type slot machine employing symbols in the valucs T whl u ch arc ° b f urcd from thc vl u cw of thc 

form of bells, fruits, numbers, etc. P la y er - In the P resent form of the motion, a touch sensitive 

nr-.T-T^o^-j^^ i i 1 j screen is employed so that the player is allowed to select 

Referring to FIGS. 6 and 7, alter a wager has been placed r ^ * . A r t . \, , ,. 

, Al r * i_ 1 1 u . from thc multiplicity ol choices on thc screen by touching, 

and the primary game has been played the resulting com- « „ _ , , , • ,, , , , , A , • 

u . ^ . i . . i i . i . & JD Preferably, the player is allowed to select by touching the 

bination is compared to a pay table stored in memory means , , , , , t , .. 4l _ f- 

Tr . . r 5 • . | . • « Al _ " . screen, plural occluded values, selecting them one at a time. 

64. II a winning combination is not obtained on the primary TT I i • .1 / • . 1 vi 

1 1 • 1 j £ 1 T r Upon touching the screen, a bonus amount associated with 

game the player is asked lor a subsequent wager. It a .11.- 1 1 ^ 1 • 1 1 . .1 1 

& . . * • 1 * • j *i • 5 j-* the selection made by the player is revealed to the player, 

winning outcome is obtained on the primary game the credit ^ . , J - . .1 

^- . . 5j xt T • The player continues to make selections one at a time by 

meter 42 is prelerably incremented. Next, the gaming 4n , t • t a1 A . 1 • 1 

u . 1ft / . 1 1 1 J touching the screen until two matching bonus amounts are 

machine 10 determines whether the player has placed a max . j A ... . . 0 A , . 

1 .1 . -.^ 1 1 ,i 1 , r.i revealed. A credit meter is then incremented or the plaver is 

bel via the max bet button 32 and whether the outcome ol the . , 4l , - 4l , r ri r ; L . 

, .j, . TJ? Al . paid directlv based on the value ol one 01 the two matching 

primary game is a qualifying one. If the outcome is not a f " , tu, 1 • ,u 1 1 r u 1 

1 • j? .11- 1 1 r 1 bonus amounts. Ihe player is then asked lor a subsequent 

qualifying outcome the player is asked for a subsequent T £ , K. r it . . • 4l , . 

n ^ TJ P* . r ^ , .j, . j , , , wager. In a preferred rorm of the invention, the choices are 

wager. If the outcome is a qualifying one and a max bet has 4 c . £ . ^ * *, j 1 • 1 1 j * + u 

11 j 1 • j- 1 1 • ft/^ ^ in the form 01 stars and the underlying values revealed to the 

been placed the primary game display 40 shown in FIG. 1 . „ + u 4? • * u 

/ -..11 1 j- 1 m 1 • t-t^ player reflect a specific number or coins to be paid upon a 

translorms into the bonus award display 50 shown in FIG. match 

2. As shown in FIG. 2, a plurality of stars 52 are visually 

depicted on the screen 16. The player next selects a series of Moreover, having thus described the invention, it should 

stars, one at a time, from a row and column matrix defining 5U be a PP a ^nt that numerous structural modifications and 

the bonus display. As shown, a matrix of fifty stars is shown adaptations may be resorted to without departing from the 

as alternating offset columns including five stars and then sco P e and fair meaning of the instant invention as set forth 

four stars correlative to thc stars of thc United States flag. hereinabove and as described hereinbelow by the claims. 

Other images, orientation of images and number of images \ c ^ m - 

are contemplated as being a part of the invention. 55 L A § amin S a PP a ratus comprising in combination: 

The bonus award display 50 replaces the primary game wager input means; 

display and allows the player to interact with the gaming a processor enabled by said by wager input means; 

machine by touching images on the screen to reveal bonus a display means enabled by said processor upon activation 

amounts associated therewith. The player continues to touch of said processor by said wager input means; 

images one at a time until two matching bonus amounts are 60 an outcome generated by said processor and depicted by 

obtained. A credit meter is then incremented or the player is said display means; 

paid directly based on the matching bonus amounts. The a bonus award means operatively enabled by a certain 

player is then asked for a subsequent wager. said outcome, said bonus award means including a 

Specifically, and referring to FIGS. 2 through 5, the bonus plurality of choices disposed on a touch sensitive panel 

award video screen is comprised of a multiplicity of images 65 wherein said bonus award means is comprised of a 

in the preferred form of stars 50. The player is instructed to multiplicity of images including means to have bonus 

select images one at a time in an attempt to match at least amounts initially obscured from the view of the player, 
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wherein said plurality of choices on said touch sensitive 
panel include inhibit means to allow selection only one 
at a time including means to sense a match of at least 
two bonus amounts, and 

an award increment means incrementing in value based 
upon two player selected matching choices. 

2. The apparatus of claim 1 wherein said plurality of 
choices on said touch sensitive panel are in the form of stars. 

3. The apparatus of claim 2 wherein said plurality of 
choices on said touch sensitive panel are in the form of a 
matrix of fifty said stars. 

4. The apparatus of claim 3 wherein said matrix includes 
offset rows and columns in which said fifty stars are dis- 
posed. 

5. The apparatus of claim 4 wherein said outcome 
depicted by said display means is transformed into said 
bonus award means displaying said stars. 

6. The apparatus of claim 1 including means to reveal said 
bonus amount associated with each said choice when 
selected responsive to stimulus on said touch sensitive 
panel. 

7. The apparatus of claim 6 including means to dissipate 
a plurality of non matching remaining images simulative of 
explosions, and means to retain at least one pair of matching 
bonus amount displayed on said display means. 

8. A gaming apparatus comprising, in combination: 

a first chance means displayed on a video monitor and 
including a plurality of outcomes enabled by a means 
for receiving a wager; 

at least one bonus award means replacing said first chance 
means on said video monitor enabled by said first 
chance means upon the occurrence of a specific out- 
come and said wager being a maximum wager; 

said bonus award means including means to generate a 
multiplicity of images having obscured value means 
from which the player selects from via a touch sensitive 
panel operative ly coupled to said video monitor, said 
obscured value means responsive to touching on said 
touch sensitive panel by unobscuring a value of one 
image when touched, and 



10 



20 



25 



30 



means for granting a bonus award based upon two iden- 
tical values being exposed. 

9. A gaming machine method, the steps including; 
receiving a wager; 

displaying a primary game on a video monitor; 

accepting a player activation for playing the primary 
game on the video monitor; 

displaying an outcome of the primary game; 

evaluating the outcome of the primary game; 

transforming said primary game on said video display 
means with a bonus award means upon an occurrence 
of a qualifying outcome of the primary game, the bonus 
award means displaying a multiplicity of images; 

selecting one image at a time by touching said video 
display means; 

revealing a bonus amount associated with each image 
selected by a player; 

awarding the player a bonus amount correlative to a 
revealed bonus amount only when two amounts 
obtained by player selection are displayed which iden- 
tically match. 

10. The method of claim 9 wherein the step of displaying 
a multiplicity of images includes the step of displaying a 
plurality stars on a touch sensitive panel. 

11. The method of claim 10 wherein the step of displaying 
a plurality stars on said touch sensitive panel includes the 
step of displaying a matrix of fifty said stars. 

12. The method of claim 11 wherein the step of displaying 
said matrix of fifty said stars includes the step of displaying 
said matrix as a set of offset rows and columns in which said 
fifty stars are disposed. 

13. The method of claim 9 further including the step of 
simulating explosions of images with the exception of at 
least one pair of images revealing matching bonus amount 
displayed on said video means as a function of player 
selection. 



